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Penelitian ini bertujuan untuk mengetahui secara empirik hubungan antara 
kecanduan bermain game online dengan prestasi belajar pada mahasiswa 
Universitas Katolik Soegijapranata. Hipotesis pada penelitian ini adalah 
terdapat hubungan negatif antara kecanduan bermain game online dengan 
prestasi belajar. Penelitian dilakukan di Universitas Katolik Soegijapranata 
Semarang dengan metode sampel incidental sampling dan subjek sebanyak 
100 mahasiswa. Untuk mengungkapkan kecanduan bermain game online 
menggunakan skala kecanduan bermain game online dan prestasi belajar 
menggunakan dokumentasi. Hasil uji hipotesis menunjukan ada hubungan 
negatif yang sangat signifikan antara kecanduan bermain game online dan 
prestasi belajar mahasiswa yang ditunjukkan dari rxy = -0,647 (p<0,01). 
























This study aims to determine empirically the relationship between addiction to 
playing online games and learning achievement in students of Soegijapranata 
Catholic University. The hypothesis in this study is that there is a negative 
relationship between addiction to playing online games and learning 
achievement. The research was conducted at Soegijapranata Catholic 
University Semarang with a incidental sampling method and the subjects were 
100 students. To reveal addiction to playing online games using a scale of 
addiction to playing online games and learning achievement using 
documentation. Hypothesis test results show that there is a very significant 
negative relationship between addiction to playing online games and student 
achievement as indicated by rxy = -0.647 (p <0.01). 
Keywords: Addiction to Playing Online Games, Learning Achievement, 
Student
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
